INSTRUCTION BOOKLET 


Any manuals provided with this software are digital reproductions of the original printed manuals. 
Please note that references may be made to features that can't be used in this version of the game. 
There may also be references to outdated consumer information, e.g. warranties and support hotlines. 


For product information, please visit the Nintendo website at: 
www.nintendo.com 
For technical support and troubleshooting, 
please refer to the Operations Manual for your Wii U console or visit: 
support.nintendo.com 
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This seal is your assurance that Nintendo has 


EN = A, 
reviewed this product and that it has met our / Original N 
standards for excellence in workmanship, reliabilitv [ | 
and entertainment value. Always look for this \ Sealof / 


seal when buying games and accessories to ensure 


Quality 
complete compatibility with your Nintendo Product. — — 


Thank you for selecting the DONKEY KONG™ JUNGLE BEAT™ Disc for your 
Wii™ system. 


WARNING: Please carefully read the separate Health and Safety Precautions Booklet included with this 
product before using your Nintendo? Hardware system, Disc or Accessory. The booklet contains 
important safety information. 


Please read this Instruction Booklet thoroughly to ensure maximum enjoyment of your new game. 
It contains important warranty and hotline information. Always save this booklet for future reference. 


—  — 3 THIS GAME SUPPORTS 50Hz (576i) 
= 2 | AND 60Hz (480i) MODE. 


IMPORTANT LEGAL INFORMATION 

THIS NINTENDO GAME IS NOT DESIGNED FOR USE WITH ANY UNAUTHORISED DEVICE. USE OF 
ANY SUCH DEVICE WILL INVALIDATE YOUR NINTENDO PRODUCT WARRANTY. COPYING OF ANY 
NINTENDO GAME IS ILLEGAL AND IS STRICTLY PROHIBITED BY DOMESTIC AND INTERNATIONAL 
INTELLECTUAL PROPERTY LAWS. 


O 2004-2009 NINTENDO. 
TM, @ AND THE Wii LOGO ARE TRADEMARKS OF NINTENDO. 
O 2009 NINTENDO. 


Wii Menu Update 


Please note that when first loading the Disc into the 
Wii™ console, the console will check if you have the latest 
version of the Wii Menu, and if necessary a Wii Menu 
Update Screen will appear. Select OK to proceed with the 
update. Please note that the Wii console must have the 
latest version of the Wii Menu in order to play the Disc. 


When the Wii Menu is updated, unauthorised hardware 

and/or software modifications may be detected and un- 

authorised content may be removed causing the immediate 

or delayed inoperability of your console. Failure to accept the update may render this game, and future 
games, unplayable. Please note that Nintendo cannot guarantee that unauthorised software or acces- 
sories will continue to function with the Wii console after this or future updates of the Wii Menu. 


Caution - Use the Wii Remote Wrist Strap 


Feed the cord on the Wii Remote Wrist Strap through the connector hook. Insert the Nunchuk™ plug 
into the external extension connector on the bottom of the Wii Remote™. Place your hand through the 
Wii Remote Wrist Strap and hold the Wii Remote firmly in your hand. Slide the strap lock up so that 
the wrist strap will not fall off your wrist. Do not over-tighten the strap lock so that it’s uncomfortable. 
It should just be tight enough to hold the Wii Remote Wrist Strap in place. 


CAUTION: Always keep a firm grip on the Wii Remote and Nunchuk. Use the Wii Remote Jacket 

(RVL-022) and the Wii Remote Wrist Strap at all times to prevent losing your grip on the Wii Remote 
and possibly causing damage to the Wii Remote and surrounding objects, or injury to other people. 
The Wii Remote Jacket will provide protection if the Wii Remote is accidentally thrown or dropped 
during game play. Please ensure there is sufficient distance from other people and objects when 

playing Wii games. Stop playing and dry your hands if they become sweaty or wet. The Wii Remote 
responds to minor movements so do not use excessive, rapid or wide swinging motions. 

Be sure to install the Nunchuk as described. Use the connector hook on the Nunchuk plug with 
the Wii Remote Wrist Strap cord to prevent the Nunchuk plug from becoming separated from the 
external extension connector on the Wii Remote and striking objects or people. 

WARNING: Not suitable for children under 36 months of age. The Wii Remote Wrist Strap and 
the cord of the Nunchuk can coil around the neck. 


Nunchuk Neutral Position Reset 


NOTE: If the Control Stick is moved out of neutral position when the 
power is turned on, or when connecting to the Wii Remote, that 
position will be set as neutral position, causing incorrect game control 
during game play. To reset the Control Stick, allow it to return to the 
normal neutral position, then simultaneously hold down the A, B, 
Plus (+) and Minus (-) Buttons on the Wii Remote for three seconds. 
To prevent this from occurring, do not move the Control Stick when: 
° Turning on the Wii console 

e Plugging the Nunchuk into the Wii Remote 

° Starting Channels from the Wii Menu 

e Returning to the Wii Menu from games or Channels. 


Optimising Your Settings 


To enhance your game play experience you can make use of the following features: 
Volume/Rumble - This game uses the Wii Remote Speaker and the Rumble function. To adjust the 
volume of the speaker or turn Rumble ON or OFF, do so on the Wii Remote Settings Option Screen 
accessible from the HOME Menu. 


Control Stick 


60 Hz (480i) Mode 


Many people don’t know what the difference between 50 Hz and 60 Hz is, but since 

most modern TV models support 60 Hz it’s definitely worth finding out if your TV 

is compatible. In basic terms, Hz (hertz) is related to the number of frames per second 

(fps) appearing on your screen. 

50 Hz produces 25 fps and 60 Hz produces close to 30 fps, which may not sound like 

a big difference, but the increase in quality from 25 to around 30 fps is quite noticeable on-screen. 
With 60 Hz you get a smoother game screen with less flicker and the game running at optimal speed, 
all of which produces a great gaming experience. 

The default setting of the Wii console is 50 Hz (576i) Mode. To change this, activate 60 Hz (480i) 
Mode by selecting this TV TYPE in the Wii Settings. However, certain (mainly older) TV sets are 
unable to display games in 60 Hz (480i) Mode, and therefore a small number of players could experience 
difficulties using this display mode on their TVs. To find out if your TV set features 60 Hz (480i) Mode, 
consult your TV instruction manual or contact the manufacturer. 

If, after changing the setting to 60 Hz (480i) Mode, the screen appears blank or distorted, it will 
likely be the case that your TV does not support 60 Hz (480i) Mode. To revert to the default setting, 
press RESET on the Wii console while holding the down direction on the * Control Pad, and the 
Wii system will restart in 50 Hz (576i) Mode. For additional information on how to set the TV TYPE, 
please refer to the Wii Operations Manual - Channels & Settings. 

Also, when you connect the Wii RGB cable (RVL-013) (sold separately) to a TV which has an RGB 
terminal and PAL60 compatibility, or you connect the Wii Component AV cable (RVL-01 1) (sold 
separately) to a TV which has component video inputs, you can enjoy an intensely sharp picture 
on-screen. 


TV/HDTV (480p) Mode - Progressive Scan 


EDTV / HDTV (480p) is a progressive display mode that allows players to view and 

enjoy their game in the best possible quality. This means an intensely sharp picture, 

the game running at optimal speed with minimised flicker, all of which produces a 

great gaming experience. We at Nintendo want players to enjoy our games under the 

best possible play conditions. 

However, it may be the case that this mode cannot be displayed, depending on the combination of TV 
and cable that you use. To find out if your TV supports the Progressive Scan display needed for the 

EDTV/ HDTV (480p) Mode, consult your TV instruction manual or contact the respective manufacturer 
for details. Please make sure to use the Wii Component AV cable (RVL-01 1) (sold separately) and to 

enable Progressive Scan on your display device when selecting this mode. 

The default setting of the Wii is 50 Hz (576i) Mode. To activate EDTV / HDTV (480p) Mode, please 

select this TV TYPE in the Wii Settings. For additional information on how to set the TV TYPE, please 

refer to the Wii Operations Manual - Channels & Settings. 


Language Selection 


The in-game language depends on the one that is set on your Wii console. This game includes five 
different language versions: English, German, French, Spanish and Italian. If your Wii console is 
already set to one of them, the same language will be displayed in the game. If your Wii console is 
set to a different language than those available in the game, the in-game default language will be 
English. You can change the in-game language by changing the language setting of your Wii console. 
For further instructions about how to change language settings please refer to the Wii Operations 
Manual - Channels & Settings. 


Donkey KoNG™ Juncu Bear TM uses the Wii Remote and Nunchuk. For more information, 
see p.16-19. 
Note: This title is not compatible with the Nintendo GameCube™ Controller or DK Bongos™. 


Instructions in black on these pages refer to menu screens. Instructions in red are for controlling DK. 


° Select options 

* Walk/Run 

* Direct your Clap Attack 
. @Crouch 

* Swim (underwater) 


Gurr 


° Select World Barrel (on the 
Kingdom Select Screen) 
(p.12) 

* Crouch 

Note: If a Nunchuk connection error appears * Ground Pound (in mid-air) 

in the game, please remove and reconnect the 

Nunchuk. If this error persists, the Wii Remote 

or Nunchuk may be damaged. 


Shaking the Wii Remote/Nunchuk 


Shake the Wii Remote or Nunchuk to P ' 
perform a Clap Attack (p. 16). Also, Ky 
certain actions (p. 19) or boss fights 
(p. 21) may require you to shake the 
Wii Remote or Nunchuk. 


Note: You should not shake the Wii Remote 
or Nunchuk too vigorously. If you get tired, 
stop playing and take a short break. 


* Not used 


* Cancel 

* Select World Barrel 
(on the Kingdom 
Select Screen) 

* Crouch 

* Ground Pound 
(while in mid-air) 


* Control Pad 


* Select options 


* Confirm 
* Jump 
* Air Grab 
(while in mid-air) 
* Backflip 
(while crouching) 
* Swim quickly 
(while underwater) 


* Display hint videos 
(on the Kingdom 
Select Screen) 


(Button or + Button | E 
© 


e Display the Pause 
Menu (press and hold) 


Shake Wii Remote 
or Nunchuk 


e Clap Attack 


* Hand Slap 
(while crouching) 


Tilting the Wii Remote 


While inside a bubble (p. 19), hold the 
Wii Remote vertically and tilt it left or 
right to float in that direction. 


n Insert the Donkey KONG JUNGLE BEAT Disc into the Disc 
Slot. The Wii console will switch on. The Health and 
Safety Screen, as shown here, will be displayed. After 
reading the details press the A Button. 

The Health and Safety Screen will be displayed even 
if the Disc is inserted after turning the Wii console's 


power on. 


a Point at the Disc Channel from the Wii Menu Screen 


and press the A Button. 


The Channel Preview Screen will be displayed. Point 
at START and press the A Button. 


The Wii Remote Wrist Strap Information Screen 
will be displayed. Tighten the strap around your 
wrist, then press the A Button. 

The Title Screen will be displayed. 


Press the A Button to go to the File Selection Screen. 
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AAWARNING-HEALTH AND SAFETY 


Fri 05/06 


Wii Menu Screen 


L 


Channel Preview Screen 


2 


@ 
 —— e 
é Wii Remote Wrist Strap » 
L Information Screen J 


Creating a Save File 


On the File Selection Screen, use the * Control Pad or 
Control Stick to highlight a file marked NEW. Press the 

A Button to select it, then select a stamp for your save file. 
You can use the provided stamps, or you can use the face 
of any Mii in the Mii Channel. 

After creating your file, you will be returned to the File 
Selection Screen, where you can select your new file to 
begin the game. 

Note: For more information about Mii characters, please refer to the Wii Operations Manual - Channels & Settings. 


Beginning the Game 


On the File Selection Screen, select the file you want to 
use, then select PLAY GAME to begin the game. If you are 
starting a new game, create a new save file. 

To return to the Title Screen or File Selection Screen during 
the game, press the HOME Button to display the HOME 
Menu, then select RESET. This will bring you back to the 
Title Screen. 


CHANGE STAMP Change the stamp associated with this save file. 


Go to the Kingdom Selection Screen (p. 12) to continue from where you 


BE previously left off. 


Delete this save file. Once deleted, data cannot be recovered, so please be 


DELETE DEE careful when using this option. 


2) About Saving 


The game will automatically save your progress when you change your stamp, 
complete a Kingdom or earn a high score in a stage. When resuming a previously- 
saved game, the remaining number of lives will be reset to 4. 

This game uses | save block in the Wii System Memory. Multiple save blocks cannot 
be created. Lost data cannot be recovered, so please be careful when overwriting 
save files. 


Note: For more information about deleting save files from the Wii System Memory, please 
refer to the Wii Operations Manual — Channels & Settings. 


11 


On the Kingdom Selection Screen you will see all available Kingdoms. Select one to begin its first 
action stage. As you complete Kingdoms, more Kingdoms will become available for you to challenge! 
Note: When you complete a Kingdom with a high enough Banana Score, up to two TRY THIS! videos will be unlocked. 
These videos show hints for collecting lots of bananas in that Kingdom. The videos are then accessible from the 
Kingdom Selection Screen by highlighting the Kingdom and pressing the | Button or 2 Button, depending on which 
video you want to view. 


You receive a crown 
for every Kingdom you 
complete. 


[E] shows the amount 
of crests you have 


earned in this Kingdom. BEST BANANA SCORE: 
1272 
BEST CLEAR TUE 
orar 


See your BEST BANANA SCORE Each World Barrel contains mul- 
and BEST CLEAR TIME for this tiple Kingdoms. You can use the 
Kingdom. Z Button or B Button to quickly 


switch between World Barrels. 


Use DK's wide range of actions (p. 16) to bash your way through the action stages (p. 14)! When 
you complete an action stage, you will automatically move on to the next stage. 


Each Kingdom's self-styled king awaits you for a one-on-one boss battle! Different bosses can be 
fought in different ways, so watch the screen for directions (p. 21). When you're fighting a boss, 
the bananas you have collected in the previous action stages become your energy! 


Face off in a punching brawl! Use the Z Button ...then shake the Wii Remote and Nunchuk 
or B Button to dodge an incoming punch... alternately to respond with a devastating flurry 
of punches! 


This boss's weak point is its black egg. Shake ...then shake the Wii Remote and Nunchuk 
the Wii Remote or Nunchuk to cling on to alternately to attack it! 
the egg... 


When you clear a Kingdom, your Banana Score for that Kingdom will be totalled up. Get enough 
bananas and you can earn crests! Who knows, if you collect enough crests, something exciting 
might happen... 


Earn crests when your Banana Score 
hits 200 and 500! 


Fields, jungles, glaciers and more await you in these stages. Take out your enemies, collect 
bananas and go for the goal! 


Action Stages A 


Guide DK through the stages. If you see anything strange, shake the Wii Remote or Nunchuk and 


see what happens (p. 19)! 
You lose a Heart when you take 


When you fight a boss battle (p. 21), 
these will act as your energy. You collect damage. 
even more if you use a combo (p. 22)! 


€ Donkey Kong 


€ Combo Counter 


This count goes up as you perform 
mid-air actions (p. 22). 


Checkpoint Monkey 


Aim a Clap Attack at this monkey and it will 
open a checkpoint for you. You will then restart 
at this point if you lose all of your Heart Energy 
in that stage. 


$225 Pause Menu 


' Press and hold the - Button or 4 Button to pause the game and display the Pause 
Menu. 


RETURN TO GAME Continue the current game. 


Restart this Kingdom from the begin- 
ning. If you select this option while on 

RETRY THIS KINGDOM the second action stage or boss stage 
of a Kingdom, you must complete the 
first stage again. 


Go back to the Kingdom Selection 


SELECT A NEW KINGDOM Screen. 
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Items 


The below items appear in action stages. Touch them to pick them up. 


Note: When your Banana Score reaches 200/500/1000/1500 or higher, a Heart will appear. If your Heart Energy is 
already full, a 1-Up Coin will appear instead. 


Banana Heart 
This adds | point to your Banana Score, kw This refills | Heart of your Heart Energy. 
or even more while in a combo (p. 22)! 


Banana Bunch e I-Up Coin 
J) This adds 3 points to your Banana Score, ( This gives DK an extra life. 


or even more while in a combo (p. 22)! Ga 


Blooms 


Aim a Clap Attack at a Bloom Fairy or a Bloom Pod and 
a string of Blooms will appear. Collect 100 of these to gain 
an extra life for DK. 


Bloom Fairy 


Bloom Pod Blooms Collected ) 


Post-Stage Minigame > 


After reaching the goal of most stages, a minigame will 
begin. Shake the Wii Remote and Nunchuk alternately as 
fast as you can to collect lots of bananas! 


c) Losing Lives and Game Over 


If you lose all of your Heart Energy, are crushed or fall into a pit, you lose a life. 
You will then restart the game from the start of the current stage, or a checkpoint 
if you have activated one. If you lose all of your Heart Energy, are crushed or fall 
into a pit when you have no lives left, the game is over and you are returned to 
the Title Screen. 
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Tilt the Control Stick to move 
in that direction. Tilt it slightly 
to walk and fully to run. 


Shake the Wii Remote or Nunchuk to clap DK's massive hands and send a fierce sound wave at the 
enemy! Tilt the Control Stick when clapping to direct the sound wave. 


Press the A Button to jump. Hold the button down to jump higher. 


Air 


Press the A Button in mid-air to reach out and grab all surrounding bananas. You'll also get 
a higher Banana Score this way than if you'd grabbed them normally (p. 22)! 


Grab three bananas separately and you get 
3 points for your Banana Score. 


Shake the Wii Remote or Nunchuk while crouching 
to create an earthquake-like sound wave! 


Jump . — 

Face a wall and jump towards it to cling on to it. Press 
the A Button while clinging to kick off the wall and jump 
away from it. 


If two walls are close together, you can use the Wall Jump 
repeatedly to climb up the walls! 


Backflip (A) while crouching | And that's not all! 


Press the A Button while crouching to do a high backflip! Alternatively, when running, quickly tilt If you see something strange in a stage, shake the Wii Remote or Nunchuk when near it. If DK 
the Control Stick in the opposite direction and jump to do a backflip! then reaches out to grab an enemy or flower, shake the Wii Remote or Nunchuk again to perform 


even wilder actions! 


That I-Up Coin's too high to jump at... But not if you backflip! 


ASTON | Sach yee oo 


in front of different things to reach out 
and grab them! 


Tilt the Control Stick while underwater to swim. 
Press the A Button repeatedly while tilting the 
Control Stick to swim at high speed! 


Yh u conti 


if yo 


Ground Pound ADT 


Press the Z Button or B Button in mid-air to pound the ground. When you hit the ground, it creates 


a sound wave. Swing up a Banandelion, Jump on an enemy 
then launch! and punch away! 


e Tilting the Wii Remote 


You must also tilt the Wii Remote at certain times. 


you want to travel. 


out of the bubble. 


Be thrown in the direction 
of the arrow! 


When DK jumps on a Bubble Shrub, he will be 
encased in a bubble and begin to float. Hold the 
Wii Remote vertically and tilt it in the direction 


Press the A Button, Z Button or B Button to break 


In some action stages, DK’s friends will give him a helping hand! Use their unique skills to 
get to the goal! 


Flurl will help DK descend slowly through Tilt the Control Stick in the direction Hoofer 
the air. Tilt the Control Stick left and right is charging to speed up, or in the opposite 
to change direction. Tilt the Control Stick direction to slow down. Press the A Button 
up to slow your descent, or tilt it down to to jump. While jumping, press the A Button 
speed up. to perform an Air Grab. 


Tilt the Control Stick to choose the direction Orco swims at high speed on a preset course. 
and tap the A Button rapidly to fly. Press the To let go of Orco, press the A Button, Z Button 
Z Button or B Button to let go of Helibird and or B Button. 

drop down. 


Getting their help 


To get the help of DK's friends, shake the Wii Remote or Nunchuk when near 
them. While holding on to a friend, shake the Wii Remote or Nunchuk to perform 
a Clap Attack, creating a sound wave all around you! 


The bananas you collect in the action stages become your energy as you engage in a one-on-one 
face off with the bosses! Use different skills to take them out! 


| How to Bat 
| How to Bo 


In a boss battle, DK’s energy meter and the boss's energy 
meter are displayed at the bottom of the screen. Shake the 
Wii Remote and Nunchuk to attack, and aim for the boss's 
weak point! 

If the boss's energy meter reaches 0 first, DK is the winner. 
If DK's meter reaches 0 first, he loses. 


| Battling a Kong 


The control method changes when fighting a Kong such 
as Dread Kong. 


Shake the Wii Remote and Nunchuk alternately to deliver 
a flurry of punches to the boss. When the boss attacks, 
use the Z Button or B Button to dodge, then counter with 
your own solid punch to stun the boss! 


A If DK loses... 


If DK loses, the screen to the right will 
appear. Select FIGHT! to restart the 
battle with the same Banana Score that 
you had when you first reached the 
boss battle. If you think your Banana 
Score is too low, select RETREAT! to Gar) 
begin the Kingdom again and collect 
more bananas. 


Want to fight the king again? 


To earn crests (p. 13), you'll need to reach certain levels in your Banana Score. If you're not 
scoring high enough, put some style into it for even higher scores! 


iss the Ric Grae CH 


Gather bananas using an Air Grab (p. 17) to earn a higher Score than if you just picked them up. 
Grabbing multiple bananas in one catch will make your Score skyrocket! 


Air Grab lots of bananas 
to get those crests! 


Raise your score using combos! "~ 


A combo occurs when you carry out a non-stop sequence of actions without touching the ground. 
When you perform a combo, you earn extra points from each banana you collect. However, the 
points won't be added to your Score until you safely touch the ground, so if you incur damage before 
you reach the ground, you'll lose those points. 

For each extra action performed in mid-air, the number in the Combo Counter will increase and you 
will get even more points from collecting bananas. Repeating the same action does not add to the 
Combo Counter, and the counter will be reset to zero when you touch the ground. 


As DK's Combo Counter increases, he will be 
surrounded by combo fairies. 


When he touches the ground, the combo will 
end and the collected points will be added to 
your Score! 
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